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BACKGAMMON 2.0 allows competition against the computer or another player 
and plays in accordance with the official rules of Backgammon. However, 
as in social Backgammon, a player does not have to use the highest number 
thrown if either number, but only one number, on the dice can be played. 

A player does not have to move men in a manner so as to employ the numbers 
on both dice if the player desires to make a move which would not require 
him to use both dice. 


BACKGAMMON 2.0 is written entirely in BASIC. The North Star and CP/M 
versions are set for a scrolling 16X64 character display. The Atari 
version uses that computer's graphics capabilities. Removal of ‘REM’ at 
line 176 to make a print statement effects display of move evaluation 
values. Array Bl lists legal moves and has C elements. Array V stores 
the evaluated values for moves listed in Bl. 


The following is a typical starting "dialogue" when first running BACKGAMMON 
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1, =* * 2% -* PAC Ganon. * * * * 
2. ‘DO YOU WANT INSTRUCTIONS (YES OR NO)? -' 7 
(A) IF A RESPONSE OF YES (OR YEAH, Y, etc. followed of course by a 
carriage return) is entered, the program BKGM2.0I is loaded and 
run via a chain command on the North Star version. Thereafter, 
program BKGM2.0 is reloaded and restarted. 
(B) IF A RESPONSE OF NO (NAY, N, etc.) is entered, evaluation continues. 
3. ‘ENTER ANY RANDOM NUMBER: -' --enter any number (+,-, integral or 
fractional). 


4. ‘WHAT'S YOUR NAME?-' --enter name (up to 10 characters) of player #1. 
5. 'WANT TO PLAY AGAINST THE COMPUTER (YES OR NO)? - 
(A) If an affirmative response, then | 
"DIFFICULTY LEVEL (1 or 2)? -' --enter 1 or 2 
(B) If a negative response, then 
"WHAT'S YOUR OPPONENT'S NAME? -' --enter name of player #2. 


6. ‘WANT TO SET UP YOUR OWN BOARD (YES OR NO)? -' 
(A) If an affirmative response, then 
(1) 'CLEAR BOARD (YES OR NO)? -' 
(A) If an affirmative response, then beginning positions 
are cleared. . 
(B) If a negative response, then beginning positions are 
retained. 
(2) 'NUMBER OF MEN?' (0-15) -- 'O OR X?' (0,X) -- 
'ON POINT #?' (0-25) 
ENTER THE DESIRED INPUTS TO RESET BOARD POSITIONS. 


*Program code (C) John Shepard, Chicago, Illinois 
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(3) ‘BOARD SET UP COMPLETE (YES OR NO)? - 
(A) If an affirmative response, then execution continues. 
(B) If a negative response, then execution returns to 


6(A) (2). 
(B) If a negative response, then'a beginning board is set up. 
'WANT COMPUTER TO TOSS DICE (YES OR NO)? -' -- enter YES or NO. 


'SMITH IS THE O'S AND JONES (OR COMPUTER) IS THE X'S.' 
(A) If the response to #7 was affirmative, then 
“LETS SEE WHO -GOES FIRST 
SiS ROLL IS 6. JONES'S ROLE 18-1," 
"SMITH WILL GO FIRST!' (EX. ) 
(B) If the response to #7 was negative, then 
'WHO GOES FIRST (0'S OR X'S)?-' --Enter 0 or X. 
10. ‘READY TO START (YES OR NO)?-' --enter YES, NO or Option (see below). 


WO Om 


* * * EXAMPLE OF DISPLAY DURING GAME * * * (North Star and CP/M) 


13 00000 XXXXX 12 THE 0'S BELONG TO SMITH 

14 11 THE X'S BELONG TO JONES 

jee) | 10 O'S. GO CLOCKWISE T0 0 

16 9 X'S GO COUNTERCLOCKWISE TO 25 

17 — XXX 000 8 

18 7 ---- 25 ---- ---- 0 ---- 
- - - - BAR - - - - 0 XX 

19 = XXX 00000 6 

20 5 

21 a TURN NO. 5 

ce 3 SMITH'S ROLL IS 4 AND 5 

23 2 

24D) ae YOUR MOVE IS FROM 25 TO. 21 


When 'YOUR MOVE IS FROM -' is displayed, the origination point of the man 

to be moved is then entered. When 'TO -' is displayed, the destination 

point of the man to be moved is entered. Movement is made one die at a time. 

and one man at a time. Remember men on the bar must be moved first. If a 

move is illegal, the notation ‘ILLEGAL MOVE!' will be displayed on the succeeding 
line. If all moves are blocked, the notation 'ALL LEGAL MOVES NOW BLOCKED' will 
be displayed. After each turn is completed, the request 'WANT TO CONTINUE (YES 

OR NO)? -' will be displayed. A player may enter YES, NO, or one of the following 
options: 


AUTO - (A) Commands computer to make moves for player(s) automatically if 
it is not already doing so; or, 
(B) Commands computer to stop making moves if it is doing so. AUTO 
allows computer to play itself. 

DICE - (A) Allows player to input dice rolls in a manner similar to that of 
move input if computer was tossing dice; or 
(B) Commands computer to toss dice if player was tossing dice. DICE 
allows player to cheat! 
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DOUB - Asks computer if it wishes to accept doubling of game value or 
resign. Player can only double before his turn, i.e., immediately 
after computer's turn. DOUB option is not operative if two human 
players are competing directly or under AUTO option. Note that 
computer has ability to request a double, but will not do so for 
player under AUTO option. 

LDDK - Commands computer to load board from disk or tape. 

LEVE - Requests computer to change its level of play (1l=lowest, 2=highest) . 

LOAD - Commands computer to reload a board position saved using the SAVE 
option. LOAD must be used before an active game is terminated. 

SAVE - Commands computer to SAVE a board position in memory for later replay. 

SETU - Requests computer to allow player to reset men on a cleared board or 
to rearrange men on an existing board. SETU allows player to cheat! 

SVDK - Commands computer to save board position on disk or tape. 

SWIT - Commands computer to flip board, i.e., switch or exchange position of 
the respective players. SWIT allows cheating! 

TURN - Commands computer to allow the last player to take another or second 
consecutive turn. TURN allows player to cheat! 

99 - 99 entered as an option in response to a request to continue or as an 
input for a move commands the computer to reprint an updated board. 


If option selection is valid, computer responds with 'OK!' Note that DICE, 
LEVE, and the beginning board are all initialized at the beginning of the game 
by player responses. 
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About_DYNACOMP 


DYNACOMP is a leading distributor of software for 
small systems and has sales Spanning the world. The 
current product line includes game, simulation, sta- 
tistics, engineering, business and utility programs. 
DYNACOMP software is recognized for its quality as 
well as associated customer support. If any problems 
are encountered, or if there are any questions as to 
use, you may contact DYNACOMP and expect a 
Prompt and friendly reply. 


Limited Warranty 
(2 


All DYNACOMP software is checked prior to packag- 
ing and is guaranteed to load. If any program fails to 
do so within 30 days of purchase, you may return the 
cassette or diskette for a free replacement. 


Copyright Restrictions 
edie ll Metal halal 


The magnetically recorded and printed materials in 
this package are copyrighted under the federal and 
state copyright laws, and all rights are reserved. This 
material may not be reproduced for sale or otherwise 
distributed without the express and written permission 
of DYNACOMP, Inc. 
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